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The World of Hyrule 


The World 


Hyrule is an ancient kingdom, which has 
survived throughout many, many centuries 
and several periods of great upheaval. 
Though there is a royal family, there is 
otherwise no hierarchical feudal system; 
towns and landowners remain independent. 
The royal court works tirelessly for the 
betterment of the people, and are generally 
held in high regard. 

The land itself is a study in variety, as are its 
people. The geography features, a large, grand 
lake, thick forests, a prominent mountain 
range (the crown jewel of which is Death 
Mountain, an active volcano), and a harsh 
desert, all united by wide expanses of plains 
and grassland. 

Hyrule is home to several unique sentient 
races, born of the ancient magic suffusing the 
land. While they generally coexist quite 
peacefully, most individuals choose to live 
among their own race unless they travel on 
business. (This is not entirely surprising, 
however, as the different races have vastly 
different needs and lifestyles due to their 
vastly different physiology.) 

Unique monsters, too, roam the land. 
Settlements can rely on strength in 
numbers—even the more intelligent 
monsters are opportunistic and unwilling to 
attack an entire town. Travelers, however, are 
advised to be armed and ready to defend 
themselves, especially in the wilder parts of 
Hyrule. 


Magic in Hyrule 


Hyrule has always been steeped in magic. 
Ancient temples and other sites of great 
power dot the land, and in places untouched 
by civilization, a faint magical presence 
pervades the very earth itself. Many 
wondrous and magical weapons and artifacts 


lie waiting in the many hidden nooks and 
crannies of the world, forgotten by time. 
The skill of wielding magic directly is 
uncommon, but by no means unheard of. 


Divinity of Hyrule 


The Golden Goddesses 
Three golden goddesses created Hyrule: Din, 
the Goddess of Power; Nayru, the Goddess of 
Wisdom; and Farore, the Goddess of Courage. 
Din. The Goddess of Power shaped the 
Material Plane and created the land of Hyrule. 
Din is associated with strength and the 
exercise of power in all its forms, as well as 
with fire, deserts, and volcanic environments. 
Nayru. The Goddess of Wisdom conferred 
law and order where once was chaos. Nayru 
is associated with wisdom and knowledge, as 
well as with water and marine environments. 
Farore. The Goddess of Courage breathed 
life into the new world, creating all the flora 
and fauna that inhabit Hyrule. Farore is 
associated with courage and spirit, as well as 
with forests, plants, and nature in general. 


When the golden goddesses finished creating 
Hyrule, they created the Triforce: three 
golden triangles imbued with each of their 
powers. The Triforce is a bastion of divine 
power, a ward against evil, and a spiritual 
guide for the intelligent races of Hyrule. It is 
said that if a person with power, wisdom and 
courage were to possess the Triforce, it would 
grant them their heart’s desire. 

The goddesses then departed Hyrule and 
the Material Plane forever, leaving the 
goddess Hylia to watch over both the Triforce 
and the new world. 


Hylia 

Hylia, also known as Her Grace or simply “the 
Goddess”, is the goddess who now watches 
over the peoples of Hyrule. While almost 
everyone is aware of the Golden Goddesses, 
many have forgotten the Triforce, and Hylia is 
the one who is most relevant to the vast 
majority of people in their day-to-day lives. 


Other Divine and Magical Beings 

In addition to Hylia, several other beings 
watch over the land who, while not gods 
themselves, are nonetheless extremely 
powerful divine or otherwise magical beings. 

Dragons. Dragons inhabit the land of 
Hyrule, the oldest and greatest of which are 
avatars of the Golden Goddesses: Dinraal, 
avatar of Din; Naydra, avatar of Nayru; and 
Farosh, avatar of Farore. 

Great Deku Tree. The Great Deku Tree 
watches over the natural world of Hyrule, and 
in particular the forest spirits known as 
Koroks, from deep within the Lost Woods, an 
ancient and innately magical forest. 


Races of Hyrule 


The land of Hyrule is home to several sentient 
races. At character creation, you may choose 
from the following options in addition to 
those in the Player’s Handbook. 


Human Variant: Gerudo 


The Gerudo are a nomadic people native to 
the deserts of Hyrule. They tend to be well- 
muscled and significantly taller than most 
other humans. They are famous for being 
skilled, fearsome warriors. 

Strangely, almost all Gerudo are female. It is 
extremely rare for a boy to be born to a 
Gerudo. Furthermore, girls born to Gerudo 
women almost invariably take strongly after 
their mothers, regardless of the father’s 
heritage. 


Speak with your DM if you wish to play a 
male Gerudo, as the birth of a male isa 
momentous, once-in-a-lifetime event. 


Gerudo Names 

Gerudo babies are given two names by their 
mother, and the child will later choose which 
name they go by. Given their unusual lineage, 
Gerudo do not have family names, nor is there 
any distinction between “first names” and 
“last names”. 

Gerudo Names: Ashai, Aurie, Babi, Barta, 
Bertri, Buliara, Dina, Deltan, Dorrah, Essa, 
Fegran, Frelly, Furosa, Katta, Kohm, Konora, 
Makeela, Medina, Muava, Nabooru, Nali, Olu, 
Padda, Pokki, Pritana, Pyra, Ramella, Rima, 
Riju, Romah, Saula, Sumati, Taamu, Teake, 
Urbosa, Yaido 


Gerudo Traits 

Ability Score Increase. Your Constitution 
score increases by 2, and either your Strength 
or your Dexterity score increases by 2. 

Size. Gerudo stand a little taller than most 
humans on average, typically between 6 and 
7 feet. Your size is Medium. 

Speed. Your base walking speed is 30 feet. 

Desert Born. You are acclimatized to hot 
climates and extreme heat, as described in 
chapter 5 of the Dungeon Master’s Guide. 
Additionally, you ignore difficult terrain 
caused by deserts and other sandy 
environments. 

Gerudo Weapon Training. You have 
proficiency with the scimitar, shortsword, 
longsword, and shields. 

Savage Attacks. When you score a critical 
hit with a melee weapon, you can roll one of 
the weapon’s damage dice one additional 
time and add it to the extra damage of the 
critical hit. 

Shift with the Sands. You have proficiency 
in the Stealth skill. 

Languages. You can speak, read, and write 
Common and one extra language of your 
choice. 


Human Variant: Sheikah 


The Sheikah are one of the oldest tribes in 
Hyrule, closely connected to the Royal Family, 
whom they have served as personal guards 
since the kingdom’s inception. They are 
meticulous craftsmen, known for the skill of 
their artisans and engineers. 

The Sheikah are also infamous for a special 
type of warrior; a Sheikah ninja can strike 
from the shadows and disappear before the 
enemy even knows they were there. 


Sheikah Traits 


Ability Score Increase. Your Intelligence 
score increases by 2, and two other ability 
scores of your choice increase by 1. 

Size. The Sheikah are no different than 
other human races in height and weight. Your 
size is Medium. 

Speed. Your base walking speed is 30 feet. 

Tool Proficiency. You gain proficiency with 
the disguise kit and with one set of artisan’s 
tools of your choice: jeweler’s tools, smith’s 
tools, or tinker’s tools. 

People of the Shadows. You gain 
proficiency in the Arcana and Stealth skills. 

Sheikah Expertise. You add double your 
proficiency bonus to ability checks made with 
one skill or tool of your choice that you are 
proficient with. 

Languages. You can speak, read, and write 
Common and one extra language of your 
choice. 


Deku 


The Deku are living plants that make their 
homes deep within forests. They have tough 
bark instead of skin, and they have moss, 
lichen, straw, or other fine plant material in 
place of hair. Some Deku even have a large 
flower growing on top of their head instead. 
Additionally, where other races would have 

their nose and mouth, Deku instead have a 
short, snout-like protrusion, on the end of 


which is an orifice that serves the same 
functions. 

The Deku are brash, impulsive, and quick to 
anger, but have learned to coexist with other 
races despite this. In particular, they often 
live harmoniously alongside gnome 
settlements. Many Deku have a keen business 
sense, and often occupy themselves as 
traders, merchants, and artisans. 


Deku Traits 
All Deku share several features in common. 

Ability Score Increase. Your Intelligence 
score increases by 2 and your Constitution 
score increases by 1. 

Size. Deku are physically unimposing; 
adults stand between two-and-a-half and 
three-and-a-half feet tall, and weigh only 
60-80 pounds. A particularly large one might 
be as tall as four feet. Your size is Small. 

Speed. Your base walking speed is 25 feet. 

Arboreal Ancestry. Your physiology and 
anatomy differ greatly from other fauna. You 
have the plant type instead of the humanoid 
type. 

Jungle Step. You can move normally 
through difficult terrain caused by plant or 
fungal growth. 

Mask of the Wild. You can attempt to hide 
even when only lightly obscured by foliage, 
rain, snow, fog, and other natural phenomena. 

Natural Armor. Your skin is thick and 
woody. When you aren’t wearing armor, your 
AC is 13 + your Dexterity modifier. You can 
use your natural armor to determine your AC 
if the armor you wear would leave you with a 
lower AC. A shield’s benefits apply as normal 
when you use your natural armor. 

Puddle Jumper. Deku cannot swim, and 
will sink in water. However, they have 
developed the ability to hop across the 
water’s surface for short distances. 

You can move across liquid surfaces on 
your turn without falling during the move. 

Wilderness Knowledge. You have 
proficiency in the Nature skill. 


Languages. You can speak, read, and write 
Common and Sylvan. 


Goron 


The Gorons are gentle giants who live in 
volcanic regions. They thrive in environments 
that are too hot for other races’ comfort. 
Although physically imposing, they are 
gregarious and easygoing, and tend to 
address everyone as “Brother!” or similar 
familiar terms. 

Gorons have tough tan or light brown skin, 
rotund bodies, and relatively short legs. Their 
backs are covered in protective plates, which 
grow thicker and more extensive with age. 
Males tend to have more and thicker plates 
than females. Only the oldest Gorons have any 
head or facial hair, and it is invariably white 
or very pale shades of cream or tan. Even 
these elder Gorons never grow body hair. 

Although they do eat regular food, Gorons 
subsist primarily on rocks, and indeed are 
quite the connoisseurs and gourmands when 
it comes to stone and ore, even precious ones, 
which are considered a delicacy. A Goron is as 
likely to eat a gemstone as Keep it if they are 
hungry enough. 

Interestingly, Goron societies exhibit the 
opposite phenomenon to that of the Gerudo: 
that is, males are notably more common than 
females. Unlike the Gerudo, however, the 
phenomenon is not so pronounced that they 
have difficulty maintaining their population. 


Goron Names 

Gorons have only one given name, though 
they may also have nicknames. Names are 
generally considered unisex. 

Goron Names: Aji, Axyl, Bayge, Bladon, 
Bludo, Bohrin, Dangoro, Darbus, Darmani, 
Daruk, Darunia, Dorill, Fugo, Golo, Gonguron, 
Gorko, Heehl, Jengo, Kabetta, Krane, Offrak, 
Pyle, Rogaro, Rohan, Slergo, Tanko, Yunobo 


Goron Traits 
All Gorons share several features in common. 

Ability Score Increase. Your Strength and 
Constitution scores increase by 2. 

Size. The average Goron is significantly 
taller than the average human, ranging from 
six-and-a-half to seven-and-a-half feet tall. 
They are invariably stocky and well-muscled, 
around 250-300 pounds on average. Your size 
is Medium. 

Speed. Your base walking speed is 25 feet. 

Athletic Spirit. Gorons love to test 
themselves and compete in feats of strength 
and endurance. You have proficiency in the 
Athletics skill. 

Powerful Build. You count as one size 
larger when determining your carrying 
capacity and the weight you can push, drag, 
and lift. 

Volcano Born. You have resistance to fire 
damage. 

Goron Roll. Instead of walking, you can 
move around by tucking your body into a 
tight ball and rolling. While rolling, your 
speed is 60 feet, and you gain +2 to AC, as 
only the toughest parts of you are facing out. 
You have disadvantage on Dexterity (Stealth) 
and Wisdom (Perception) checks while you 
are rolling, and you cannot roll if you are 
wearing heavy armor. 

It is difficult to change direction quickly 
while rolling; the tightest turn you can make 
is one described by the edge of a 10-foot 
radius circle. 

If you collide with a creature after moving 
10 feet in this way, the creature must succeed 
on a Strength saving throw or be knocked 
prone. The DC for this saving throw is equal 
to 8 + your proficiency bonus + your 
Strength modifier. 

A creature that is one or more sizes larger 
than you has advantage on this saving throw, 
and a creature that is two or more sizes larger 
than you automatically succeeds. If the 
creature is one or more sizes larger than you, 
you are forced to unroll and your movement 
immediately ends; otherwise, you are 


unaffected. You are similarly interrupted if 
you collide with an immovable object after 
rolling 10 feet. 

Languages. Gorons have no language of 
their own, but they are gregarious by nature 
and love exploring and meeting travelers. You 
can speak, read, and write Common and one 
extra language of your choice. 


Rito 


Rito are humanoid avians that are capable of 
flight. They make their homes high in the 
mountains, often coexisting with aarakocra 
and goliaths. (While unions between Rito and 
aarakocra are not unheard of, they are unable 
to produce offspring.) 

While aarakocra have both arms and wings, 
Rito have one pair of limbs that are both arm 
and wing. Additionally, aarakocra universally 
resemble birds of prey, but Rito may have 
features resembling water fowl, shoebills, and 
other large bird species as well as these. 

The Rito are a proud people, confident in 
their own abilities and slow to recognize the 
abilities of others. However, this pride is 
tempered by enough good humor to prevent 
it from becoming true arrogance. 

Rito often take up professions that allow 
them to travel the skies far and wide, such as 
traders and couriers, but they always come 
home to roost eventually. 


Rito Names 

Male Names: Basht, Bisht, Gesane, Harth, 
Hoskit, Huck, Ilari, Kaneli, Kass, Koboli, 
Kogoli, Komali, Mazli, Revali, Teba 
Female Names: Amalii, Bedoli, Cree, Frita, 
Genli, Kheel, Laissa, Medli, Misa, Molli, 
Namali, Notts, Pashli, Saki 


Rito Traits 
All Rito share several features in common. 

Ability Score Increase. Your Dexterity 
score increases by 2 and your Wisdom score 
increases by 1. 

Size. Most Rito are as large as a tall human, 
standing between six to six-and-a-half feet 
tall. Despite this, they are very light, around 
60-80 pounds on average. Your size is 
Medium. 

Speed. Your base walking speed is 25 feet. 
Flight. You have a flying speed of 40 feet. 
You cannot use this speed if you are wearing 

medium or heavy armor. 

Dragon Lore. The Rito have long lived 
alongside dragons, with some being 
dedicated servants. As a result, the Rito know 
much more about dragons than other races. 
You add twice your proficiency bonus to any 
Intelligence or Wisdom check pertaining to 
dragons or their history and lore. 

Rito Weapon Training. You have 
proficiency with the shortbow, longbow, hand 
crossbow, and heavy crossbow. 

Languages. You can speak, read, and write 
Common, Auran, and Draconic. 


Zora 


The Zora are a humanoid aquatic species, 
combining a human body plan and facial 
features with fins, gills, and flippers. They are 
strong swimmers, amphibious, and just as 
comfortable in the water as out of it. They 
make their settlements on land, but 
invariably live on the coasts of oceans, seas, 
and especially large lakes, and occasionally on 
the shorelines of major waterways. 

Although Zora exhibit several fish-like 
features, such as gills and fins, they are 
nonetheless more closely related to 
mammals. They have tough, rubbery skin, like 
dolphins and whales. Some clans have white 
or cream-colored fronts, with bright red, 
green, blue, or purple backs; other clans have 
a more consistent shade of pale blue, green, 
or purple all over their bodies. 


The Zora are an engaging and charismatic 
people, possessed of grace and poise that 
rivals even that of the elves. Many become 
bards and entertainers; others enter politics 
and become courtiers, barons, lords, and 
other leader figures; still others enter military 
service and rise through the ranks as officers. 


Zora Names 

Male Names: Bazz, Cleff, Dento, Dorephan, 
Fronk, Gruve, Japas, Jiahto, Kayden, Ledo, 
Mikau, Muzu, Ralis, Rivan, Seggin, Sidon, Tijo, 
Toto, Tottika, Tumbo 

Female Names: Dunma, Finley, Keye, Kodah, 
Laflat, Laruta, Lulu, Marot, Mipha, Rutela, 
Ruto, Tona, Tula 


Zora Traits 
All Zora share several features in common. 

Ability Score Increase. Your Charisma 
score increases by 2. 

Size. Zora are about the same size as 
humans, but a little lighter than a comparably 
sized human. Your size is Medium. 

Speed. Your base walking speed is 30 feet. 
You also have a swimming speed of 40 feet. 

Amphibious. You can breathe air and 
water. 

Deep Diver. You are accustomed to frigid 
waters. You have resistance to cold damage. 

Languages. You can speak, read, and write 
Common and Aquan. 

Subrace. An ancient divide among the Zora 
led to two distinct subraces: sea Zora and 
river Zora. 


Sea Zora 

Ability Score Increase. Your Dexterity 
score increases by 1. 

Maritime Navigation. You have proficiency 
with navigator’s tools. 

Music of the Sea. Music is deeply ingrained 
in sea Zora culture. You have proficiency in 
one musical instrument of your choice. 

Sea Zoras’ Grace. You have proficiency in 
the Acrobatics and Persuasion skills. 


River Zora 

Ability Score Increase. Your Constitution 
score increases by 1. 

Fire Magic. For reasons unknown, river 
Zora have an affinity for fire magic, despite 
living in the water. 

You know the fire bolt cantrip. Once you 
reach 3rd level, you can cast the burning 
hands spell once per day as a 1st-level spell. 
Once you reach 5th level, you can also cast 
Aganazzar’s scorcher (found in the Elemental 
Evil Player’s Companion) once per day as a 
2nd-level spell. Charisma is your spellcasting 
ability for these spells. 


Languages of the Hylian Races 

The Deku, Rito, and Zora have been given 

languages that already exist in the Forgotten 

Realms. The DM may instead choose one of the 

following options: 

e Rename Sylvan, Auran, and Aquan as “Deku”, 
“Rito”, and “Zoran”, respectively. 

e Assign the Deku, Rito, and Zoran languages 
instead of those listed, and declare that these 
languages coexist and are distinct from one 
another. 


A Hyrule Bestiary 


Bokoblins 


Bokoblins are nimble creatures that strongly 
resemble goblins. They stand a little shorter 
and weigh a little less than an adult human. 
They are adaptable creatures, found all over 
the world. 

Bokoblins, while not bright by any means, 
are nonetheless semi-intelligent social beings; 
roving bands hunt very effectively using pack 
tactics. They crave order and structure within 
their ranks, exhibiting strict hierarchies of 
leaders and followers. Bokoblin tribes often 
serve more powerful beings; they are not 
particular about whom they serve, or their 


master’s goals, as long as their needs are met 
and they get to hunt and fight. 

You can use the game statistics of 
hobgoblins, hobgoblin captains, and 
hobgoblin warlords to represent the various 
ranks of bokoblins. 


Darknuts & Iron Knuckles 


Darknuts and iron knuckles are similar in 
outward appearance and in the roles they 
fulfill, but there are several key differences. 

Darknuts are built to be frontline heavy 
infantry. They are aggressive, mobile, and 
proactive in engaging threats to their creator. 

Iron knuckles, by contrast, are built for 
defense. They are large, animated suits of 
specially-built armor, and their sole purpose 
is to hold whatever location they are 
assigned. 

You can find the game statistics for 
darknuts and iron knuckles at the end of this 
document. 


Deku Babas 


Deku babas are large, semi-intelligent 
carnivorous plants. While not sapient by any 
means, they are nonetheless possessed of 
limited awareness of their environment—and 
a ravenous appetite. The name is something 
of a misnomer, as they are only distantly 
related to the sentient Deku race. 

Deku babas lie in wait to ambush 
unsuspecting travelers, appearing as a small, 
mundane plant. When they reveal themselves, 
in a matter of seconds a stalk shoots up to 
length of several feet, and the Deku baba’s 
head—with its enormous mouth—emerges 
from a tiny bud. 

You can find the game statistics for Deku 
babas at the end of this document. 


Koroks 


Koroks are diminutive tree spirits. Naturally, 
they are most commonly found in forests, but 
they like to wander all over the world, and 
there are far more of them than most mortals 
realize—they are very good at hiding. 

Koroks come in various shades of green, 
brown, tan, and dull red, with broad stripes of 
lighter and darker color on their skin. They 
have relatively thick bodies, short, stubby 
arms and legs, and two short protrusions 
from the top of their heads for ears, not 
unlike many dogs. Many carry short branches 
like wands, from which dangle dried nuts or 
berries which make a noise like a small 
shaker; others carry handheld propellers 
made of leaves, which they can (somehow) 
use to hover and drift on the breeze. 

Though Koroks love to hide in strange 
places, they are not shy; indeed, they are 
quite happy to speak with mortal races, and 
they are more intelligent than many give 
them credit for. Their voices are high-pitched, 
and when they laugh (which is often), it is 
with a distinctive “Ya-ha-ha!” sound. 

However, for reasons known only to them, 
Koroks wear masks at all times, even amongst 
themselves. They make these masks out of 
large, dried, flattened leaves, and each one is 
unique to its owner. No mortal has ever seen 
the face of a Korok. 

Koroks love to play games, especially “hide 
and seek”. They don’t have a malevolent bone 
in their little bodies, but they also don’t have 
a firm grasp of polite behavior: for instance, 
Koroks have been known to take people’s 
personal possessions and hide them for the 
sake of a game, not realizing that the owner 
may not consider this as much fun as they do. 

You can use the game statistics for pixies or 
sprites to represent Koroks, but note that 
Koroks can speak Common (unlike pixies) 
and never carry weapons (unlike sprites). 


Lizalfos 


Lizalfos are semiaquatic, bipedal lizards, not 
unlike the lizardfolk of the Forgotten Realms. 
While not fully aquatic creatures, they spend 
a lot of time in the water; they make their 
homes on coastlines, on the banks of rivers, 
and in swamps, marshes, and other wetlands. 

Lizalfos are not particularly strong, but they 
are nimble, acrobatic, and extremely agile. 
They hunt in packs, and are notorious for 
ambushing prey and travelers alike. Though 
twitchy and loud when excited, they have an 
uncanny ability to remain perfectly still and 
silent when lying in wait, ready to spring 
their trap at any moment. 

In addition to the common, garden variety 
lizalfos, there are also less common 
subspecies that wield the power of the 
elements, making them even more fearsome 
than their mundane cousins. These lizalfos 
make their homes in different environments, 
befitting their associated element: 
mountainous or volcanic regions for fire- 
breath lizalfos; mountain peaks and tundra 
for ice-breath lizalfos; deserts and steppes for 
electric lizalfos. 

You can find game statistics for lizalfos at 
the end of this document. 


Moblins 


Moblins are large, fearsome, brutish 
creatures, towering over the civilized races of 
Hyrule. They more closely resemble ogres 
than goblins; their features are usually 
described as pig-like, but with a longer, more 
pronounced snout. Moblins are most 
commonly found in forests, but are also seen 
in mountainous regions. 

A single moblin is much larger, but 
significantly less intelligent than a bokoblin, 
and unlike bokoblins, moblins are solitary 
creatures. Occasionally, two or three moblins 
will band together for a time in order to stalk 
more fearsome quarry, but they generally 


prefer to hunt alone, often using javelins, 
pikes, or spears. 

Like bokoblins, moblins are often found in 
service of a stronger or smarter master, but in 
their case, the relationship is less of an 
agreement or even servitude, and more like 
that of a guard dog and its master. 

Moblins come in different colors, which are 
distinct subspecies. Blue moblins are 
noticeably larger and stronger than red, and 
black moblins are even stronger still. 

You can use the game statistics of ogres, 
ettins, and cyclops to represent red, blue, 
and black moblins. For blue moblins, omit the 
Two Heads and Wakeful features from the 
ettin; for black moblins, remove the Poor 
Depth Perception feature from the cyclops. 
For all moblin types, consider adding a spear 
or pike instead of one of the weapons listed in 
the stat block. 


Octorocks 


Octorocks are cephalopods; their bodies are 
rounder and more bulbous, and they have a 
short snout with an orifice much like the 
Deku, but otherwise they resemble squids 
and octopi in most respects. 

Octorocks are a highly adaptable scavenger 
species, able to thrive in many environments 
and climates. They are territorial, but 
cowardly; when threatened, they attempt to 
scare off predators by spitting projectiles 
from afar, but will hide rather than confront 
the threat directly. When hiding, they burrow 
into the ground or disappear underwater. 
They will then attempt to surprise their foe as 
soon as they have an advantageous position. 

You can find the game statistics for 
octorocks at the end of this document. 


Appendix: Monster 
Stat Blocks 


Darknut 


Medium construct, neutral 


Armor Class 20 (plate, shield) 
Hit Points 60 (8d8 + 24) 
Speed 25 ft. 
STR DEX CON INT WIS CHA 
18 (+4) 13(+1) 16(+3) 10(+0) 10(+0) 10 (+0) 
Skills Perception +4 
Damage Resistances bludgeoning, piercing, and slashing 
from nonmagical weapons that aren’t adamantine 
Damage Immunities necrotic, poison, psychic 
Condition Immunities blinded, charmed, deafened, 
frightened, paralyzed, petrified, poisoned, stunned 
Senses blindsight 60 ft. (blind beyond this radius), 
passive Perception 14 
Languages understands the languages of its creator, 
but can’t speak 
Challenge 4 (1,100 XP) 
Magic Resistance. The darknut has advantage on saving 
throws against spells and other magical effects. 


Spell Immunity. The darknut is immune to three spells 
chosen by its creator. Typical immunities include fireball, 
heat metal, and lightning bolt. 


Weak Armor. When the darknut is reduced to 50% of its 
hit points, it drops it shield and its armor falls off, revealing 
a chain shirt beneath. Its AC is reduced by 4, but its speed 
increases by 15 feet, it gains a +4 bonus to Dexterity saving 
throws, and it can now make 3 longsword attacks instead 
of 2 when it takes the Multiattack action. 


ACTIONS 
Multiattack. The darknut makes two longsword attacks. 


Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 8 (1d8 +4) slashing damage. 

When the darknut is reduced to 50% of its hit points, 
it wields the longsword with both hands. When doing so, it 
deals 9 (1d10 + 4) slashing damage. 


Deku Baba 


Medium plant, unaligned 


Armor Class 12 
Hit Points 11 (2d8 + 2) 
Speed 0 ft. 
STR DEX CON INT WIS CHA 
12 (+1) 12(+1) 13 (+1) 4 (-3) 8 (-1) 3 (-4) 
Condition Immunities blinded, charmed, deafened, 
frightened 
Senses blindsight 30 ft. (blind beyond this radius), passive 
Perception 9 
Languages — 
Challenge 1/4 (50 XP) 
False Appearance. While the deku baba remains 
motionless, it is indistinguishable from a small, mundane 
plant. If no creatures are within its blindsight radius, it will 
retreat back into this form after 1 round (no action 
required). 


ACTIONS 
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 6 (2d4 +1) piercing damage. 


REACTIONS 

Snap. |n response to a creature coming within 5 feet of it, 
the deku baba can immediately make one bite attack at 
the creature. 


Iron Knuckle 
Medium construct, neutral 


Armor Class 20 (plate, shield) 

Hit Points 168 (17d10 + 75) 

Speed 25 ft. 
STR DEX CON INT WIS CHA 

22 (+6) 10(+0) 20(+5) 10(+0) 10(+0) 10 (+0) 

Skills Perception +4 

Damage Resistances bludgeoning, piercing, and slashing 
from nonmagical weapons that aren’t adamantine 

Damage Immunities necrotic, poison, psychic 

Condition Immunities blinded, charmed, deafened, 
frightened, paralyzed, petrified, poisoned, stunned 

Senses blindsight 60 ft. (blind beyond this radius), 
passive Perception 16 

Languages understands the languages of its creator but 
can’t speak 

Challenge 10 (5,900 XP) 

Magic Resistance. The iron knuckle has advantage on 

saving throws against spells and other magical effects. 


Magic Weapons. The iron knuckle’s weapon attacks are 
magical. 


Spell Immunity. The iron knuckle is immune to three spells 
chosen by its creator. Typical immunities include fireball, 
heat metal, and lightning bolt. 


Weak Armor. When the iron knuckle is reduced to 50% of 
its hit points, it drops its shield and its plate armor falls off, 
revealing ring mail beneath. Its AC is reduced by 4, but its 
speed increases by 20 feet, it gains a +6 bonus to Dexterity 
saving throws, and it can now make 3 greataxe attacks 
instead of 2 when it takes the Multiattack action. 


ACTIONS 
Multiattack. The iron knuckle makes two greataxe attacks. 


Greataxe. Melee Weapon Attack: +10 to hit, reach 5 ft., 
one target. Hit: 19 (2d12 +6) slashing damage. 


Charge. (Recharge 5-6) The iron knuckle moves up to 
twice its speed in a straight line toward a creature and, if it 
can, makes one attack with its greataxe. It has advantage 
on this attack, and if it hits, the target must make a 
Strength saving throw (DC 18) or be knocked prone. 

The iron knuckle can also use its charge to move toward 
and attack an object. If it does, its greataxe attack deals 
double the normal damage to the object if it hits. 


Lizalfos 
Medium humanoid (lizardfolk), chaotic neutral 


Armor Class 13 (natural armor) 
Hit Points 27 (5d8 + 5) 
Speed 40 ft., swim 40 ft. 
STR DEX CON INT WIS CHA 
13 (41) 17(+3) 12(41) 10(4+0) 14(+2) 13 (41) 
Saving Throws Dex +5 
Skills Acrobatics +5, Perception +6, Stealth +7 
Senses darkvision 120 ft., passive Perception 16 
Languages Draconic 
Challenge 2 (450 XP) 
Hold Breath. The lizalfos can hold its breath for 15 
minutes. 


Pack Tactics. The lizalfos has advantage on an attack roll 
against a creature if at least one of the lizalfos’s allies is 
within 5 feet of the creature and the ally isn’t 
incapacitated. 


ACTIONS 
Spit Water. Ranged Attack: +5 to hit, range 15/30 ft., one 
target. Hit: 5 (1d4 + 3) bludgeoning damage. 

The lizalfos can only use this action if it is swimming or 
at least partially submerged in water. 


Multiattack. The lizalfos makes two melee attacks with its 
claws. 


Claw. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 4 (1d6 + 1) slashing damage. 


BONUs ACTIONS 

Charge. The lizalfos can take the Dash action as a bonus 
action, but only if it moves in a straight line. Its jump 
distance is doubled for that turn. 


Disengage. The lizalfos can take the Disengage action as a 
bonus action on its turn. 


REACTIONS 

Leap. |In response to a melee attack that would deal 
damage to it, the lizalfos can leap 10 feet backwards, 
taking no damage from the triggering attack. The next 
attack roll against the lizalfos has advantage if it is made 
before the start of the lizalfos’s next turn. 


Lizalfos Elite Hunter 
Medium humanoid (lizardfolk), chaotic neutral 


Armor Class 15 (leather armor) 
Hit Points 38 (7d8 + 7) 
Speed 40 ft., swim 40 ft. 
STR DEX CON INT WIS CHA 
14(+2) 19(+4) 14(+2) 10(+0) 14(+2) 13 (+1) 
Saving Throws Dex +7 
Skills Acrobatics +10, Perception +7, Stealth +10 
Senses darkvision 120 ft., passive Perception 17 
Languages Draconic 
Challenge 5 (### XP) 
Hold Breath. The lizalfos can hold its breath for 15 
minutes. 


Pack Tactics. The lizalfos has advantage on an attack roll 
against a creature if at least one of the lizalfos’s allies is 
within 5 feet of the creature and the ally isn’t 
incapacitated. 


ACTIONS 
Action Surge (1/day). The lizalfos can take one additional 
action (and possible bonus action) on its turn. 


Spit Water. Ranged Attack: +7 to hit, range 15/30 ft., one 
target. Hit: 6 (1d4 + 4) bludgeoning damage. 

The lizalfos can only use this action if it is swimming or 
at least partially submerged in water. 


Multiattack. The lizalfos makes two melee attacks with 
either its spear or its claws. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) slashing damage. 


Spear. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage, or 6 (1d8 +2) 
piercing damage if used with two hands. 


Spear. Ranged Weapon Attack: +5 to hit, range 20/60 ft., 
one target. Hit: 5 (1d6 + 2) piercing damage. 


BONUS ACTIONS 

Charge. The lizalfos can take the Dash action as a bonus 
action, but only if it moves in a straight line. Its jump 
distance is doubled for that turn. 


Disengage. The lizalfos can take the Disengage action as a 
bonus action on its turn. 


REACTIONS 

Leap. |n response to a melee attack that would deal 
damage to it, the lizalfos can leap 10 feet backwards, 
taking no damage from the triggering attack. The next 
attack roll against the lizalfos has advantage if it is made 
before the start of the lizalfos’s next turn. 


Electric Lizalfos 
Medium humanoid (lizardfolk), chaotic neutral 


Armor Class 15 (leather armor) 
Hit Points 38 (7d8 + 7) 
Speed 40 ft., swim 40 ft. 

STR DEX CON INT WIS CHA 

14 (+2) 19(+4) 14 (+2) 10(+0) 14 (+2) 13 (+1) 

Saving Throws Dex +7 
Skills Acrobatics +10, Perception +7, Stealth +10 
Damage Resistances lightning 
Senses darkvision 120 ft., passive Perception 17 
Languages Draconic 
Challenge 6 (2,300 XP) 
Pack Tactics. The lizalfos has advantage on an attack roll 
against a creature if at least one of the lizalfos’s allies is 
within 5 feet of the creature and the ally isn’t 
incapacitated. 


ACTIONS 
Action Surge (1/day). The lizalfos can take one additional 
action (and possible bonus action) on its turn. 


Discharge (Recharge 5-6). Each creature within 10 feet of 
the lizalfos must make a DC 13 Constitution saving throw, 
taking 2d6 lightning damage on a failed save or half as 
much on a successful one. 


Multiattack. The lizalfos makes two melee attacks with 
either its spear or its claws. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) slashing damage. 


Spear. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage, or 6 (1d8 +2) 
piercing damage if used with two hands. 


Spear. Ranged Weapon Attack: +5 to hit, range 20/60 ft., 
one target. Hit: 5 (1d6 + 2) piercing damage. 


BONUs ACTIONS 

Charge. The lizalfos can take the Dash action as a bonus 
action, but only if it moves in a straight line. Its jump 
distance is doubled for that turn. 


Disengage. The lizalfos can take the Disengage action as a 
bonus action on its turn. 


REACTIONS 

Leap. |n response to a melee attack that would deal 
damage to it, the lizalfos can leap 10 feet backwards, 
taking no damage from the triggering attack. The next 
attack roll against the lizalfos has advantage if it is made 
before the start of the lizalfos’s next turn. 


Fire Breath Lizalfos 
Medium humanoid (lizardfolk), chaotic neutral 


Armor Class 15 (leather armor) 
Hit Points 38 (7d8 + 7) 
Speed 40 ft., swim 40 ft. 

STR DEX CON INT WIS CHA 

14 (+2) 19 (+4) 14 (+2) 10(+0) 14 (+2) 13 (+1) 

Saving Throws Dex +7 
Skills Acrobatics +10, Perception +7, Stealth +10 
Damage Resistances fire 
Senses darkvision 120 ft., passive Perception 17 
Languages Draconic 
Challenge 6 (2,300 XP) 
Pack Tactics. The lizalfos has advantage on an attack roll 
against a creature if at least one of the lizalfos’s allies is 
within 5 feet of the creature and the ally isn’t 
incapacitated. 


ACTIONS 
Action Surge (1/day). The lizalfos can take one additional 
action (and possible bonus action) on its turn. 


Fire Breath (Recharge 5-6). Each creature in a 15-foot 
cone must make a DC 13 Constitution saving throw, taking 
3d6 fire damage on a failed save or half as much ona 
successful one. 


Multiattack. The lizalfos makes two melee attacks with 
either its spear or its claws. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) slashing damage. 


Spear. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage, or 6 (1d8 +2) 
piercing damage if used with two hands. 


Spear. Ranged Weapon Attack: +5 to hit, range 20/60 ft., 
one target. Hit: 5 (1d6 + 2) piercing damage. 


BONus ACTIONS 

Charge. The lizalfos can take the Dash action as a bonus 
action, but only if it moves in a straight line. Its jump 
distance is doubled for that turn. 


Disengage. The lizalfos can take the Disengage action as a 
bonus action on its turn. 


REACTIONS 

Leap. |n response to a melee attack that would deal 
damage to it, the lizalfos can leap 10 feet backwards, 
taking no damage from the triggering attack. The next 
attack roll against the lizalfos has advantage if it is made 
before the start of the lizalfos’s next turn. 


Ice Breath Lizalfos 
Medium humanoid (lizardfolk), chaotic neutral 


Armor Class 15 (leather armor) 
Hit Points 38 (7d8 + 7) 
Speed 40 ft., swim 40 ft. 

STR DEX CON INT WIS CHA 

14(+2) 19(+4) 14(+2) 10(+0) 14(+2) 13 (+1) 

Saving Throws Dex +7 
Skills Acrobatics +10, Perception +7, Stealth +10 
Damage Resistances cold 
Senses darkvision 120 ft., passive Perception 17 
Languages Draconic 
Challenge 6 (2,300 XP) 
Pack Tactics. The lizalfos has advantage on an attack roll 
against a creature if at least one of the lizalfos’s allies is 
within 5 feet of the creature and the ally isn’t 
incapacitated. 


ACTIONS 
Action Surge (1/day). The lizalfos can take one additional 
action (and possible bonus action) on its turn. 


Ice Breath (Recharge 5-6). Each creature in a 15-foot cone 
must make a DC 13 Constitution saving throw, taking 3d6 
cold damage on a failed save or half as much ona 
successful one. 


Multiattack. The lizalfos makes two melee attacks with 
either its spear or its claws. 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) slashing damage. 


Spear. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage, or 6 (1d8 +2) 
piercing damage if used with two hands. 


Spear. Ranged Weapon Attack: +5 to hit, range 20/60 ft., 
one target. Hit: 5 (1d6 + 2) piercing damage. 


BONUs ACTIONS 

Charge. The lizalfos can take the Dash action as a bonus 
action, but only if it moves in a straight line. Its jump 
distance is doubled for that turn. 


Disengage. The lizalfos can take the Disengage action as a 
bonus action on its turn. 


REACTIONS 

Leap. |In response to a melee attack that would deal 
damage to it, the lizalfos can leap 10 feet backwards, 
taking no damage from the triggering attack. The next 
attack roll against the lizalfos has advantage if it is made 
before the start of the lizalfos’s next turn. 


Lizalfos Pack Leader 
Medium humanoid (lizardfolk), chaotic neutral 


Armor Class 18 (studded leather) 
Hit Points 55 (10d8 + 10) 
Speed 40 ft., swim 40 ft. 
STR DEX CON INT WwIs CHA 
14 (+2) 22 (+6) 14(+2) 12(+1) 16(+3) 14 (+2) 
Saving Throws Dex +10, Con +6 
Skills Acrobatics +14, Perception +8, Stealth +14 
Senses darkvision 120 ft., passive Perception 18 
Languages Draconic 
Challenge 7 (### XP) 
Hold Breath. The lizalfos can hold its breath for 15 
minutes. 


Pack Tactics. The lizalfos has advantage on an attack roll 
against a creature if at least one of the lizalfos’s allies is 
within 5 feet of the creature and the ally isn’t 
incapacitated. 


ACTIONS 
Action Surge (1/day). The lizalfos can take one additional 
action (and possible bonus action) on its turn. 


Spit Water. Ranged Attack: +10 to hit, range 15/30 ft., one 
target. Hit: 8 (1d4 + 6) bludgeoning damage. 

The lizalfos can only use this action if it is swimming or 
at least partially submerged in water. 


Multiattack. The lizalfos makes two melee attacks with 
either its spear or its claws. 


Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) slashing damage. 


Spear. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage, or 6 (1d8 +2) 
piercing damage if used with two hands. 


Spear. Ranged Weapon Attack: +6 to hit, range 20/60 ft., 
one target. Hit: 5 (1d6 + 2) piercing damage. 


BONUs ACTIONS 

Charge. The lizalfos can take the Dash action as a bonus 
action, but only if it moves in a straight line. Its jump 
distance is doubled for that turn. 


Disengage. The lizalfos can take the Disengage action as a 
bonus action on its turn. 


REACTIONS 

Leap. |n response to a melee attack that would deal 
damage to it, the lizalfos can leap 10 feet backwards, 
taking no damage from the triggering attack. The next 
attack roll against the lizalfos has advantage if it is made 
before the start of the lizalfos’s next turn. 


Octorock 


Small monstrosity, unaligned 
Armor Class 10 
Hit Points 5 (1d8 + 1) 
Speed 30 ft., burrow/swim 50 ft. 
STR DEX CON INT WIS CHA 
8 (-1) 15 (+2) 10 (+0) 4 (-3) 8 (-1) 3 (-4) 
Skills Stealth +4 
Senses tremorsense 30 ft., passive Perception 13 
Languages — 
Challenge 1/4 (50 XP) 
Hold Breath. The octorock can hold its breath for 1 hour. 


ACTIONS 
Spit Rock. Ranged Weapon Attack: +4 to hit, range 30/60 
ft., one target. Hit: 7 (2d4 + 2) bludgeoning damage. 


REACTIONS 
Hide. |n response to a creature coming within 15 feet of it, 
the octorock can immediately burrow into the ground or 
disappear underwater. While underwater, attack rolls 
against the octorock have disadvantage until the start of 
its next turn; while underground, it cannot be directly 
targeted by any attack until the start of its next turn. 

The octorock reappears above ground or above water at 
the start of its next turn. 


